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Summary		 According	to	Forbes,	Omnichannel	marketing	is	a	marketing	strategy	that	engages	consumers	over	multiple	channels,	a	strategy	reflecting	the	change	in	how	consumers	are	willing	to	engage	with	companies.	EA	Sports	is	a	branch	of	Electronic	Arts,	an	entertainment	software	company	that	in	the	fiscal	year	of	2015	had	a	GAAP	net	revenue	of	$4.5	billion.		EA	Sports	produces	sports	related	video	games	including	the	Madden	NFL,	Rory	McIlroy	PGA	Tour,	and	FIFA.	Omnichannel	marketing	is	the	next	frontier	and	the	video	game	industry	is	on	the	rise.	At	the	crossroads	of	these	two	is	FIFA	16,	this	year’s	installment	of	the	FIFA	series.		EA	Sports	has	integrated	themselves	into	consumer’s	lives	by	leveraging	omnichannel	marketing.	This	thesis	dives	into	how	EA	Sports	has	managed	to	do	this,	by	examining	the	aspects	of	their	omnichannel	marketing	strategy.		 	
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Omnichannel	Marketing Marketing	is	an	ever-changing	landscape.	Every	second	of	everyday	marketers	are	reaching	out,	trying	to	grab	just	a	shred	of	attention.	With	all	the	screens	that	consumers	are	using,	often	at	the	same	time,	it	has	never	been	more	difficult	to	break	through	the	clutter.	The	days	of	the	simple	path	to	purchase	are	long	gone,	as	the	path	has	become	an	intricate	network.	With	the	change	of	the	purchase	path	comes	a	change	in	how	marketers	target	and	reach	the	consumer,	they	need	as	much	interaction	with	both	potential	and	existing	consumers	as	possible.	Instead	of	being	a	simple	funnel	or	straight	line	to	purchase,	the	path	is	now	considered	“the	purchase	fish,”	(Future	Perspective	The	Future	
Shopper)	which	can	be	seen	in	Appendix	A.	Omnichannel	marketing	is	how	the	industry	is	responding	to	consumers	who	have	lots	of	ways	to	divert	their	attention.	Instead	of	using	one	main	point	of	contact	with	the	consumer,	companies	are	using	every	way	they	can	including,	television,	print,	web,	mobile,	and	physical	stores.	According	to	Future	
Perspective	The	Future	Shopper,	companies	that	are	successful	at	connecting	with	their	consumers	have	fuller	relationships	than	ever	before.	This	means	that	companies	that	interact	with	their	consumers	at	multiple	points	by	using	omnichannel	marketing	are	creating	deeper,	more	meaningful	relationships,	which	has	many	benefits.	Successful	omnichannel	marketing	leads	to	repeat,	satisfied,	and	loyal	customers,	and	by	2017,	50%	of	the	retail	sales	are	expected	to	be	omnichannel	(Lemos).		In	a	world	dominated	by	technology,	companies	can	find	themselves	seamlessly	integrated	into	the	consumer’s	life.	Consumers	are	interacting	with	brands	like	never	before,	this	can	be	seen	perfectly	through	EA	Sports’	video	game	FIFA.	This	thesis	is	going	to	dive	into	the	omnichannel	marketing	that	EA	Sports	has	done	through	their	video	game	FIFA	16.	 
5	
Video	Game	Industry To	begin,	the	video	game	industry	will	be	examined.	According	to	the	Entertainment	Software	Association	(ESA),	the	total	revenue	for	the	video	game	industry	increased	5%	since	last	year,	to	$23.5	billion	in	the	US	in	2015.	155	million	Americans	play	video	games,	and	42%	of	Americans	play	at	least	3	hours	of	video	games	per	week,	a	shortened	version	of	the	report	can	be	found	in	Appendix	B.	The	video	game	industry	can	be	split	into	two	major	parts,	computer	games	and	console	games	(“Industry	Facts”).	This	thesis	is	focused	on	FIFA	16,	which	is	a	console	game	that	has	both	computer	and	smartphone	companions.	FIFA	16	is	the	latest	installment	in	the	FIFA	series	of	games	by	EA	Sports,	it	was	the	top	selling	game	in	the	Europe	for	2015	(Dring).	According	to	EA	Sports,	a	record	6.4	million	people	played	the	demo	version	of	the	game	across	all	platforms	ten	days	after	it	was	released.	After	the	first	16	days	of	the	game’s	release,	1.5	billion	hours	of	FIFA	16	were	played,	worldwide;	the	full	infographic	can	be	found	in	Appendix	C	(“The	First	16	Days”).	With	record	numbers	of	consumers,	EA	Sports	said	that	this	was	“the	biggest	release	in	franchise	history.”	This	thesis	gets	into	the	omnichannel	marketing	that	FIFA	16	is	doing	and	how	this	contributed	to	this	record	launch.	 
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Marketing	for	FIFA	16 The	social	media	efforts	of	EA	Sports	is	one	part	of	their	omnichannel	strategy.	Social	media	sites	and	blogs	reach	8	out	of	10	internet	users	in	the	US,	and	social	media	marketing	has	grown	to	be	a	key	player	in	the	marketing	mix.	EA	Sports	FIFA	has	3.7	million	follower	on	Instagram	and	23.2	million	likes	on	Facebook.	EA	Sports	has	integrated	themselves	into	the	lives	of	their	users.	The	consumers	are	now	aware	of	what	is	going	on	with	the	video	game	any	time	that	they	want	without	having	to	turn	on	their	console.	Consumers	are	volunteering	to	get	more	information	from	EA	Sports	all	the	time	because	it	is	an	important	part	of	their	lives.	The	EA	Sports	FIFA	account	doesn’t	just	post	pictures	from	the	video	game;	this	account	posts	and	reposts	pictures	from	the	top	leagues	and	teams	around	the	world.		By	doing	this,	the	profile	isn’t	perceived	by	consumers	as	a	giant	advertisement,	but	rather	as	actual	sources	of	entertainment.		This	is	another	way	that	the	company	has	pushed	through	to	the	consumer	and	developed	a	more	meaningful	relationship.	Consumers	are	opening	up	to	the	companies	and	the	connection	between	the	two	is	now	a	two	way	street.	 While	there	are	clear	marketing	efforts	made	by	EA	Sports,	there	are	also	cases	where,	from	the	consumer’s	point	of	view,	it	is	not	clear	if	it	is	a	marketing	ploy	or	genuine	act	of	interest	in	the	game.	This	can	be	seen	in	many	of	the	posts	and	reposts	they	make	on	their	Instagram	account.	Famous	soccer	players	often	take	pictures	of	themselves	play	FIFA	just	like	everyone	else,	and	EA	Sports	will	repost	it.	One	example	of	this	is	Luis	Suarez,	who	posted	a	picture	on	Instagram	of	himself	playing	FIFA,	can	bee	seen	in	Appendix	D	(Suarez).	Since	the	players	are	not	getting	paid	to	post	the	pictures,	these	are	not	
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endorsements,	but	the	pictures	are	still	a	free	form	of	great	advertising	for	EA	Sports.	This	part	of	their	strategy	is	called	consumer	generated	content	and	FIFA	16	is	getting	its	fair	share.	There	are	entire	YouTube	channels	that	just	upload	videos	related	to	the	game,	such	as	W2S.	Their	description	just	says	“FIFA	16	REAL	LIFE	RANDOM	STUFF”,	they	have	over	6	million	followers,	and	1	billion	views.	There	are	hundreds	of	live	streams	of	people	playing	FIFA	16	on	Twitch	all	the	time,	with	thousands	of	viewers.	Consumers	are	not	just	playing	the	game	at	home;	they	are	watching	people	all	over	the	world	play,	opening	entirely	different	markets.	This	shows	how	far	FIFA	16	has	penetrated	into	consumer’s	lives.	FIFA	16	has	become	something	that	consumers	interact	with	both	actively	and	passively.	 Another	part	of	their	omnichannel	strategy	is	sponsorships.	The	hand	that	EA	Sports	plays	in	various	soccer	leagues	around	the	world	is	an	important	aspect	of	the	their	marketing	strategy.	EA	Sports	is	the	official	technology	partner	of	the	English	Premier	League	(EPL),	as	well	as	the	official	video	gaming	partner	of	Chelsea	FC	(currently	ranked	10th	in	the	EPL).	While	people	who	already	play	FIFA	16	are	most	likely	going	to	watch	live	soccer	games,	the	opposite	does	not	necessarily	hold.	This	is	a	great	way	to	gain	exposure	for	EA	Sports,	while	keeping	the	marketing	message	clear	for	the	FIFA	video	games.	As	fans	of	the	sport	consume	more	of	it,	they	will	be	more	aware	of	the	product	that	EA	has	to	offer.	EA	Sports	is	also	a	sock	sponsor	in	La	Liga	in	Spain	(“La	Liga”)	and	has	a	partnership	with	Professional	Game	Match	Officials	Limited,	who	officiate	games	in	the	EPL	and	the	Football	Association	(FA)	Cup	(Electronic	Arts	Inc.).	This	means	that	the	players	wear	socks	branded	with	EA	Sports	Logo	that	can	also	be	found	on	the	referee’s	kits	in	the	EPL.		Combined,	La	Liga,	the	EPL,	and	the	FA	Cup	draw	an	average	total	audience	of	over	4	billion	viewers	over	the	course	of	the	leagues	(“The	World’s	Most	Watched	League”);	
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comparatively,	the	largest	Super	Bowl	audience	is	about	114	million.	The	values	and	lifestyles	of	the	ideal	FIFA	16	consumer	lines	up	with	the	values	and	lifestyles	of	those	reached	by	the	combined	audience	of	these	three	leagues.		By	reaching	this	audience,	EA	Sports	gets	access	to	potential	FIFA	16	consumers.	 In	addition	to	being	played	on	the	gaming	console,	FIFA	Ultimate	Team	(FUT)	can	be	played	both	online	and	on	the	mobile	app.	According	to	EA	Sports,	this	is	the	most	popular	mode	in	EA	Sports	FIFA.	This	game	mode	allows	players	to	create	their	own	teams	with	any	professional	soccer	player	that	they	want.	There	are	two	ways	of	acquiring	players,	they	can	open	player	packs	or	they	can	buy	them	off	the	market,	given	the	desired	player	is	for	sale.	To	purchase	players	and	packs,	the	consumers	can	use	coins	that	they	earn	playing	games,	or	they	can	purchase	virtual	currency,	FIFA	Points.	In	FIFA	16	there	are	legends	(in	addition	to	the	56	that	were	introduced	last	year),	which	on	only	offered	on	the	Xbox	version	of	the	game.	This	means	that	there	is	an	incentive	to	buying	one	console	over	the	other,	but	it	doesn’t	eliminate	any	part	of	FIFA’s	market.	There	are	two	mobile	apps	available,	one	is	a	companion	app	and	the	other	is	the	FUT	app.	In	order	to	use	the	FIFA	16	Companion	app,	the	consumer	must	have	FIFA	16	on	the	console	as	well;	however,	the	FIFA	16	Ultimate	Team	app	does	not	require	this,	allowing	consumers	to	play	just	on	the	app	and	not	on	a	console.	This	means	that	consumers	can	play	a	free	version	on	their	phones	and	online	without	having	to	commit	to	buying	either	a	console	or	the	game.	The	app	and	online	versions	are	similar	to	free	trials	of	the	game;	they	allow	the	consumers	to	play	one	game	mode,	essentially	functioning	as	an	interactive	marketing	tool.	This	point	of	contact	with	the	consumer	is	extremely	important	since	it	can	lead	to	large	purchases	later.	 
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While	the	shift	towards	omnichannel	marketing	means	much	more	online	interaction	with	consumers,	there	is	still	an	in	person	component	of	this	strategy.	As	a	video	game	company,	EA	Sports	does	not	have	it’s	own	brick	and	mortar	stores,	their	products	are	sold	through	third	party	retailers.	These	retailers	include	Best	Buy,	GameStop,	Walmart,	and	Target.	Since	EA	Sports	doesn’t	have	its	own	stores	to	promote	their	games,	it’s	imperative	that	they	have	interactive	in-store	displays,	whenever	possible.	Best	Buy	and	Gamestop	both	frequently	have	FIFA	16	in	the	trail	Xbox	and	PlayStation	that	is	on	the	floor	in	the	store.	This	allows	consumers	who	are	considering	buying	a	game	or	console	to	try	it	out,	before	hand.	This	crucial	interaction	can	help	to	acquire	new	customers	who	haven’t	played	FIFA	before.	Additionally,	shoppers	often	play	on	the	in	store	demo	even	when	they	aren’t	shopping	for	neither	a	console	nor	a	video	game.	The	in-store	interaction	with	consumers	is	a	huge	part	of	the	omnichannel	marketing	strategy,	as	the	physical	environment	plays	a	large	role	in	the	consumer’s	purchase	behavior	(Solomon,	Marshall,	Stuart,	2012).	 EA	Sports	has	many	points	of	contact	with	consumers	and	potential	consumers,	as	discussed	above.	These	different	tools	and	forms	of	contact	don’t	just	interact	with	the	consumer,	they	also	interact	with	each	other.	For	example,	professional	soccer	players	interact	with	the	sponsorships	that	EA	Sports	has,	various	social	media	sites,	as	well	as	playing	FIFA	16,	just	to	name	a	few.	A	visualization	of	these	connections	and	how	they	communicate	with	the	consumer	can	be	seen	in	Appendix	E.		By	having	multiple	outlets	to	reach	consumers	and	potential	new	consumers,	EA	Sports	has	driven	their	consumer	engagement	and	made	FIFA	16	a	positive	part	of	their	consumers’	lives.		 
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Survey To	research	consumer	attitudes	towards	FIFA	16	and	the	omnichannel	marketing	that	EA	Sports	does	for	their	game,	a	survey	was	created	and	posted	on	Amazon	Turk.	The	first	part	of	the	survey	covers	basic	demographic	information	including	age	and	gender.	It	also	covers	basic	information	about	video	game	consumption,	soccer	consumption,	and	FIFA	16	consumption.	After	the	basic	information,	the	survey	branches	into	five	different	scenarios,	each	one	covering	a	different	point	of	contact	that	EA	Sports	has	with	the	consumer.	These	scenarios	measure	emotional	reactions	to	the	marketing	as	well	as	likelihood	to	interact	with	it.	A	full	copy	of	the	questions	in	the	survey	can	be	found	in	Appendix	F. 	 The	survey	was	posted	and	52	responses	were	gathered	and	analyzed.	The	average	age	of	the	respondents	is	between	25	and	34	years	old	and	62%	were	male.	They	play	on	average	6.5	hours	of	video	games	per	week	and	watch	on	average	1-3	hours	of	soccer	per	week,	this	means	that	they	play	video	games	about	an	hour	per	day	and	watch	about	one	match	of	soccer	per	week.	60%	of	the	respondents	have	played	FIFA	16,	and	of	this	60%,	19	people	played	on	Xbox	One	and	12	played	on	the	PlayStation	4.	This	means	that	people	are	playing	this	game	on	the	next	generation	consoles,	which	were	launched	most	recently.	This	survey	also	showed	that	after	seeing	a	FIFA	16	post	on	Facebook,	people	are	somewhat	likely	to	both	follow	EA	Sports	on	Instagram	and	spend	money	to	buy	FIFA	points,	the	virtual	currency	in	the	game,	in	order	to	open	packs.	Additionally,	people	found	that	FIFA	16	is	somewhat	fun,	somewhat	interesting,	and	high	quality.	This	is	important	because	it	means	that	EA	Sports	has	high	brand	equity.	These	survey	findings	support	the	fact	that	people	are	engaging	with	FIFA	16	on	multiple	mediums.	It	also	supports	the	
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omnichannel	marketing	efforts	that	EA	Sports	is	doing,	because	people	are	more	likely	to	spend	more	money	after	seeing	a	post	on	social	media.	A	full	copy	of	the	results	of	the	survey	can	be	found	in	Appendix	G. There	are	improvements	that	should	be	made	if	this	survey	were	to	be	run	again.	The	one	to	five	scale	that	was	used	resulted	in	answers	that	were	very	close	to	the	middle,	this	can	be	avoided	by	using	a	larger	scale,	such	as	a	1-10	scale.	Additionally,	it	would	be	useful	to	ask	what	interactions	the	respondents	have	with	EA	Sports;	for	example	asking	the	respondents	what	social	media	they	use	and	if	they	follow	EA	Sports	FIFA	on	them.	This	would	allow	the	researcher	to	see,	more	clearly,	what	kinds	of	interactions	the	consumers	are	having	with	EA	Sports.	 
 
 
  
12	
Works	Cited Dring,	Christopher.	"How	Did	the	UK	Games	Market	Perform	in	2015?"	MCV	UK.	MCV,	14	Jan.	2016.	Web.	10	Apr.	2016. "EA	SPORTS	Becomes	Long-term	Partner	of	PGMOL."	Premier	League.	Premier	League,	20	Jan.	2014.	Web.	16	Mar.	2016. "EA	Sports."	Chelsea	FC.	Chelsea	FC,	n.d.	Web.	10	Mar.	2016. Electronic	Arts	Inc.	EA	Sports	Extends	Agreement	as	the	Official	Sports	Technology	Partner	of	
the	Premier	League	until	2019.	Business	Wire.	Electronic	Arts	Inc.,	6	Aug.	2014.	Web.	22	Mar.	2016. Electronic	Arts	Inc.	EA	SPORTS	FIFA	16	Now	Available	Across	the	World.	Business	Wire.	Electronic	Arts	Inc.,	24	Sept.	2015.	Web.	10	Mar.	2016. Electronic	Arts	Inc.	Electronic	Arts	Reports	Q3	FY16	Financial	Results.	Business	Wire.	Electronic	Arts	Inc.,	28	Jan.	2016.	Web.	10	Mar.	2016. "FIFA	16	-	Features."	EA	SPorts.	Electronic	Arts	Inc.,	n.d.	Web.	10	Mar.	2016. "The	First	16	Days	of	FIFA	16."	EA	Sports.	Electronic	Arts	Inc.,	3	Nov.	2015.	Web.	20	Mar.	2016. 
Future	Perspective	The	Future	Shopper	March	2013.	New	York:	Kantar	Retail,	1	Mar.	2013.	PDF. "Industry	Facts	-	The	Entertainment	Software	Association."	The	Entertainment	Software	
Association.	The	Entertainment	Software	Association,	n.d.	Web.	13	Mar.	2016. "La	Liga	Announce	New	EA	Sports	Sock	Sponsorship	Deal	+	4-Year	Partnership	Extension."	
Footy	Headlines.	Footy	Headlines,	27	Nov.	2015.	Web.	13	Mar.	2016. 
13	
Lemos,	Kerry.	"What	Is	the	Return	on	Omnichannel?"	National	Retail	Federation.	National	Retail	Federation,	14	Apr.	2015.	Web.	20	Mar.	2016.	Newman,	Daniel.	"The	Omni-Channel	Experience:	Marketing	Meets	Ubiquity."	Forbes.	Forbes	Magazine,	22	July	2014.	Web.	28	Mar.	2016.	Solomon,	Michael	R.,	Greg	W.	Marshall,	and	Elnora	W.	Stuart.	Marketing:	Real	People,	Real	Choices.	Boston:	Prentice	Hall,	2012.	Print. Suarez,	Luis.	Instagram	Post.	Digital	image.	Instagram.	N.p.,	10	Mar.	2016.	Web.	21	Mar.	2016. "The	World's	Most	Watched	League."	Premier	League.	Premier	League,	n.d.	Web.	20	Mar.	2016. 
 
 
 
 
 
  
14	
Appendices 
Appendix	A Purchase	Fish 
Appendix	B 	ESA	Industry	Facts 
Appendix	C First	16	Days	of	FIFA	16 
Appendix	D Luis	Suarez	Instagram	Post 
Appendix	E Omnichannel	Interactions	 
Appendix	F Survey	Questions 
Appendix	G Survey	Results 
  
  
  
15	
 Appendix	A 
 
 
 
16	
Appendix	B		 	
17	
  
18	
 
 
 
 	
19	
  
20	
 
  
21	
  
22	
Appendix	C	
  
23	
  
24	
 Appendix	D 
 
 
25	
	Trying	to	reach	the	consumer			Medium	used	to	reach	consumer	
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Male
Female
Basic Info
Implied Consent
Researcher(s):   
 
Virginia Roman
Elizabeth Howlett, Professor                                                                                  
bhowlett@walton.uark.edu  
                                                       
Virginia Roman vnroman@email.uark.edu
                                         
University of Arkansas                                                    
Walton College of Business                                              
Department of Marketing & Logistics                            
301 Business Building, Fayetteville, AR 72701            
479­575­8748
 
Compliance Coordinator    
Ro Windwalker      479.575.2208
irb@uark.edu
                                                                                                
Study Information:
 
The purpose of this research is to examine consumer interest in FIFA video games.  
 
Description: Complete a survey about video game behavior. 
 
Risks: There are no anticipated risks to participating in the study.
 
Voluntary Participation: Your participation in the research is completely voluntary. You have the right to withdraw
at anytime.
 
Confidentiality: The survey is anonymous and will not include any identifying information.
 
Right to Withdraw: You are free to refuse to participate in the research and stop the survey at any time.
 
Duration:  This survey should take less than 10 minutes to complete. 
This information collected for this survey will be used for educational purposes only.
 
Gender
Age
Appendix	F 
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On average, how many hours per week do you play video games?
Do you own FIFA 16?
What console(s) do you own FIFA 16 on?
Xbox One PlayStation 4
Xbox 360 PlayStation 3
Other     
Have you played FIFA 16?
On what devices have you played FIFA 16?
Xbox One Computer
PlayStation 4 Cell Phone
Xbox 360 Other 
PlayStation 3    
On average, how many hours per week do you watch soccer?
Please indicate your feelings about soccer on the following aspects
Boring   Interesting
Not Fun   Fun
Says nothing about me   Says something about me
Means nothing to me   Means a lot to me
Scenario 1
Please answer the following questions based on the scenario below:
 
While watching a soccer game, you notice the referees have EA Sports patches on their sleeves, and 
EA’S FIFA advertisements on the video boards along the sidelines. You’re not sure what they are so 
you’re prompted to search EA Sports and come across the video game FIFA 16. 
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What are your attitudes towards EA Sports?
Relevent   Irrelevant
What are your attitudes towards the Fédération Internationale de Football Association? 
Of concern to me   Of no concern to me
Relevent   Irrelevant
Trustworthy   Untrustworthy
Appealing   Unappealing
What are your attitudes towards FIFA 16?
Exciting   Unexciting
Fun   Not Fun
Relevant to my life   Irrelevant to my life
High Quality   Low Quality
Based on the above scenario, do you want to buy FIFA 16?
Yes   No
Scenario 2
Please answer the following questions based on the scenario below:
 
Scrolling through Facebook you come across a sweepstakes where liking the post will enter you for a 
chance to win a signed jersey for your favorite player and their card in FIFA Ultimate Team. You also 
see that FIFA 16 has a pack promotion going on where the chances of getting a Team of the Week 
player is twice as high.
Please indicate your likelihood to do the following:
      Very Likely Somewhat Likely Neutral
Somewhat
Unlikely Very Unlikely
Share the post with your friends    
Follow @EASPORTSFIFA on
Instagram    
Follow @EASPORTSFIFA on
Twitter    
Play FIFA 16    
Buy FIFA Points to open packs
in the video game    
Scenario 3
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Please answer the following questions based on the scenario below:
 
While managing your Ultimate Team on your laptop, your friend messages you that he wants to play 
Pro Clubs with you, but you don’t have a console. You see that FIFA 16 is sold on both Xbox and 
PlayStation, you ask your friends what they have. 
Please indicate your feelings about gaming consoles:
Very important decision   Very unimportant decision
Decision requires a lot of thought   Decision requires little thought
Some aspects of FIFA 16 are only available on one specific console. Please indicate how much effect this has on
your decision to buy a console.
Large effect   Little effect
Scenario 4
Please answer the following questions based on the scenario below:
On Twitter, you see that your favorite player has posted a video of himself playing FIFA with his 
friends.
Indicate your likelihood to get on your console and play FIFA 16
Very Likely   Very Unliekly
Indicate your feelings towards this Tweet
Very effective selling tool   Very ineffective selling tool
Authentic   Not authentic
Sincere   Insincere
Scenario 5
Please answer the following questions based on the scenario below:
You go to GameStop to buy a new controller for your console, while you're there you play FIFA 16 on 
the demo console. 
Assuming you do not own the game, indicate your likelihood to buy FIFA 16 after playing in the store
Very Likely   Very Unliekly
Indicate your feelings towards GameStop
Good sales on products   Bad sales on products
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Low Prices   High Prices
Easy to return products   Hard to return products
THANK YOU FOR YOUR HELP.
ENTER #GOHOGS
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Q1.2 Q1.3 Q1.4 Q1.5 Q1.6_1 Q1.6_2 Q1.6_3 Q1.6_4 Q1.7 Q1.8_1 Q1.8_2 Q1.8_3 Q1.8_4
Gender Age
Hours	per	
week	
playing	
video	
games
Do	you	
own	FIFA	
16?
Own	FIFA	
16:	Xbox	
One
Own	FIFA	
16:	
PlayStatio
n	4
Own	FIFA	
16	on:	
Xbox	360
Own	FIFA	
16:	
PlayStatio
n	3
Have	you	
played	
FIFA	16?
Played	
FIFA	16:	
Xbox	One
Played	
FIFA	16:	
PlayStatio
n	4
Played	
FIFA	16:	
Xbox	360
Played	
FIFA	16:	
PlayStatio
n	3
2 4 11 2 2
2 3 9 2 2
2 3 11 2 1 1
1 3 11 1 1 1 1 1
1 3 5 1 1 1 1 1 1 1
2 3 7 2 2
1 3 8 2 2
2 5 4 2 1 1
1 3 3 2 1 1
1 3 11 2 1 1
1 3 11 1 1 1 1
1 4 5 1 1 1 1
1 3 11 1 1 1 1
1 3 8 2 2
1 2 6 1 1 1 1
2 3 1 2 2
2 2 4 2 2
1 4 11 1 1 1 1
1 3 11 1 1 1 1
2 3 8 2 1 1
1 4 6 2 2
2 2 2 2 1 1 1
1 3 6 1 1 1 1
2 6 1 2 2
1 2 11 1 1 1 1
2 2 2 2 2
1 6 1 2 2
1 2 11 2 1 1 1
2 4 3 1 1 1 1 1
1 4 7 1 1 1 1 1
2 4 4 1 1 1 1
1 3 8 1 1 1 1
1 5 4 2 2
2 3 6 1 1 1 1
2 3 11 2 2
1 3 2 2 2
1 4 9 1 1 1 1
1 4 11 2 2
1 3 2 1 1 1 1
1 6 1 2 2
1 3 8 1 1 1 1
2 4 2 2 2
1 3 5 2 2
1 2 6 1 1 1 1
1 3 3 1 1 1 1
2 5 11 1 1 1 1
1 3 6 2 1 1
1 5 11 1 1 1 1
1 4 6 2 2
2 4 7 2 2
1 2 6 1 1 1 1
2 2 2 2 2
33 3.385 6.4807692 23 11 10 2 3 31 19 12 3 2
19 3 3.489426 29 21
Appendix	G 
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Q1.9 Q1.10_1 Q1.10_2 Q1.10_3 Q1.10_4 Q2.1 Q2.2_1 Q2.3_1 Q2.3_2 Q2.3_3 Q2.3_4 Q2.4_1
Hours	per	
week	
watching	
soccer
Soccer:	
Not	
Fun:Fun
Soccer:	
Boring:Inte
resting
Soccer:	
Says	
nothing:Sa
ys	
something	
Soccer:	
Means	
nothing:M
eans	a	lot	
While	
watching	
soccer	on	
TV
EA	Sports:	
Relevent:Ir
relevant
FIFA:	
Relevent:Ir
relevant
FIFA:	
Trustwort
hy:Untrust
worthy
FIFA:	
Appealing:
Unappeali
ng
FIFA:	Of	
concern	to	
me:Of	no	
concern	to	
me
	FIFA	16:	
High	
Quality:Lo
w	Quality
2 4 4 4 4 1 1 2 2 2 2 2
2 5 5 3 3 1 3 2 2 2 2 2
2 4 4 5 4 1 2 3 2 2 2 2
1 4 4 1 3 1 2 1 2 1 2 1
3 3 4 5 5 1 1 5 1 4 3 5
1 2 2 1 1 1 5 5 5 5 5 3
2 3 4 3 3 1 1 2 1 2 3 3
2 5 5 3 5 1 2 2 4 5 3 2
1 2 2 3 3 1 2 3 3 3 3 2
1 1 1 1 1 1 3 4 5 5 5 5
3 5 5 5 5 1 1 1 2 3 2 1
2 5 4 5 4 1 2 2 2 1 1 1
3 5 5 5 5 1 1 3 3 2 2 3
1 4 3 2 3 1 3 3 2 3 4 3
2 5 4 4 5 1 2 2 3 2 2 2
1 1 1 1 1 1 5 5 5 5 5 5
1 4 2 1 1 1 2 3 5 3 4 2
2 5 5 4 4 1 2 3 4 4 3 1
4 3 3 3 3 1 3 3 3 3 3 3
2 5 4 5 4 1 4 2 2 2 2 3
1 1 2 2 1 1 4 3 4 3 4 3
1 1 3 3 1 1 3 4 3 2 2
2 5 5 4 5 1 3 2 2 2 2 2
3 5 5 5 5 1 5
1 1 1 1 1 1 3 3 4 2 4 3
1 1 1 1 1 1 5 2 2 2 2 3
1 1 1 1 1 1 5 3 3 3 3 3
2 4 4 4 4 1 1 4 4 4 4 3
1 2 2 2 2 1 1 3 3 3 3 2
2 4 4 4 4 1 3 3 3 3 3 2
1 1 1 1 1 1 2 5 4 5 5 1
2 4 5 5 5 1 3 3 3 4 4 4
1 4 4 3 3 1 1 4 3 3 3 3
2 4 4 3 3 1 4 2 3 3 4 1
1 1 1 1 1 1 3 4 3 3 4 3
1 4 3 3 2 1 3 2 3 3 3
3 5 5 4 4 1 1 1 1 1 1 1
1 1 1 1 1 1 2 5 5 5 5 5
2 3 3 2 2 1 2 2 3 3 4 2
2 3 5 1 3 1 5 3 3 3 5 3
1 4 4 3 4 1 2 2 3 2 2 2
1 3 3 1 2 1 2 5 3 3 5 3
2 4 3 3 3 1 2 2 4 2 2 2
2 4 4 3 3 1 2 3 5 4 2 3
2 4 4 3 4 1 2 3 3 4 3 1
2 4 4 3 5 1 1 3 2 2 3 2
3 5 5 3 4 1 1 3 3 2 1 1
2 4 4 3 3 1 1 2 2 2 3 1
2 4 4 4 3 1 1 2 5 5 2 1
2 4 5 4 3 1 3 3 3 3 3 3
1 3 3 2 2 1 3 4 3 3 4 2
2 4 5 5 3 1 1 2 2 1 2 2
1.75 3.4038462 3.4423077 2.9230769 3 TV 2.4313725 2.9215686 3.0196078 2.9215686 3.0392157 2.42
2 4 4 3 3 2 3 3 3 3 2
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Q2.4_2 Q2.4_3 Q2.4_4 Q2.5_1 Q3.1 Q3.2_1 Q3.2_2 Q3.2_3 Q3.2_4 Q3.2_5 Q4.1 Q4.2_1
	FIFA	16:	
Fun:Not	
Fun
	FIFA	16:	
Exciting:U
nexciting
	FIFA	16:	
Relevant	
to	my	
life:Irrelev
ant	to	my	
life
Buy	FIFA	
16:	Yes:No
Facebook	
post
Share	the	
post	with	
your	
friends
Follow	
@EASPOR
TSFIFA	on	
Instagram
Follow	
@EASPOR
TSFIFA	on	
Twitter
Play	FIFA	
16
Buy	FIFA	
Points	to	
open	
packs
Playing	
FUT	online
Consoles:	
important	
decision:U
nimportan
t	decision
2 2 2 1 1 1 4 1 1 3 1 1
2 2 2 2 1 5 5 5 4 5 1 4
2 2 2 1 1 3 3 3 3 4 1 2
1 2 3 1 1 5 3 4 1 4 1 1
1 3 4 1 1 1 5 3 4 4 1 3
3 4 5 5 1 5 5 5 5 5 1 2
2 2 3 3 1 2 2 2 2 3 1 2
1 3 2 4 1 2 2 3 2 1 1 1
2 3 4 4 1 4 4 4 3 3 1 2
5 5 5 5 1 5 5 5 5 5 1 3
1 1 2 1 1 1 1 1 1 1 1 1
1 2 1 1 1 2 2 2 2 2 1 3
2 1 2 1 1 2 3 4 3 3 1 4
3 3 4 3 1 3 4 4 2 3 1 3
1 2 2 2 1 2 2 2 2 2 1 1
5 5 5 5 1 5 5 5 5 5 1 5
1 2 3 3 1 5 5 5 3 5 1 2
1 2 1 2 1 2 2 1 1 4 1 4
3 3 3 3 1 3 3 3 3 3 1 3
3 3 3 5 1 3 2 2 2 2 1 2
5 5 5 5 1 5 5 5 5 5 1 5
4 2 3 4 1 3 3 3 3 3 1 3
2 3 2 1 1 3 2 2 1 3 1 2
5 1 5 5 5 5 5 1 5
2 2 3 2 1 2 2 2 2 3 1 4
3 4 4 4 1 2 2 3 2 3 1 3
3 3 3 5 1 1 3
4 2 3 5 1 3 3 3 3 3 1 2
2 2 3 1 1 5 5 5 5 5 1 1
2 2 2 1 5 5 5 5 5 1 2
1 2 1 1 1 5 5 5 5 5 1 3
4 3 4 1 1 2 2 1 1 2 1 3
3 3 3 2 1 2 4 4 2 2 1 1
2 2 2 1 1 2 2 4 1 2 1 1
4 4 5 5 1 5 5 5 5 5 1 1
3 3 3 4 1 2 3 2 3 3 1 3
1 1 1 1 1 1 3 1 1 1 1 2
5 5 5 5 1 5 5 5 5 5 1 5
2 3 4 3 1 5 5 5 4 5 1 3
3 3 5 5 1 1 1 1 1 1 1 3
2 2 2 2 1 4 4 4 2 3 1 3
3 3 5 5 1 5 5 5 5 5 1 5
2 2 3 3 1 4 3 1 2 3 1 3
2 3 3 3 1 4 4 4 3 4 1 2
1 2 2 1 1 4 5 3 2 3 1 2
1 2 2 2 1 2 2 1 2 2 1 2
1 1 2 4 1 4 5 5 2 4 1 2
1 1 2 1 1 2 2 1 3 2 1 1
1 1 4 2 1 4 4 4 1 3 1 2
2 2 3 2 1 2 2 2 3 1 3
2 2 3 2 1 4 1 1 2 4 1 2
2 2 2 1 4 4 4 4 1 4
2.2941176 2.5294118 2.9803922 2.8 Facebook 3.2745098 3.4313725 3.2352941 2.7959184 3.3921569 Online 2.5961538
2 2 3 2.5 3 3 3 2 3 2.5
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Q4.2_2 Q4.3_1 Q5.1 Q5.2_1 Q5.3_1 Q5.3_2 Q5.3_3 Q6.1 Q6.2_1 Q6.3_1 Q6.3_2 Q6.3_3
Consoles:	
lot	of	
thought:lit
tle	thought
Console	
specific:	
Large	
effect:Littl
e	effect Twitter
Play	FIFA	
16	on	
console:	
Very	
Likely:Very	
Unliekly
Tweet:	
Sincere:Ins
incere
Tweet:	
Authentic:
Not	
authentic
Tweet:	
effective	
selling	
tool:ineffe
ctive	
selling	tool GameStop
Buy	FIFA	
16:	Very	
Likely:Very	
Unliekly
GameStop:	
Low	
Prices:High	
Prices
GameStop:
Good	sales	
on	
products:B
ad	sales	on	
products
GameStop:	
Easy	to	
return	
products:H
ard	to	
return	
1 2 1 2 1 1 2 1 1 1 1 1
4 2 1 2 2 2 2 1 2 5 5 3
2 3 1 3 2 1 2 1 2 2 3 2
1 1 1 3 3 3 2 1 1 5 5 2
3 3 1 3 5 3 3 1 3 3 5 5
2 5 1 5 3 3 5 1 5 3 3 1
2 3 1 4 2 2 2 1 2 3 2 3
2 4 1 5 2 1 5 1 4 4 3 1
2 2 1 4 4 4 4 1 3 3 2 2
3 4 1 5 5 5 5 1 5 5 5 5
2 1 1 2 2 1 1 1 1 3 1 3
3 3 1 4 4 3 4 1 4 3 3 4
4 3 1 1 1 1 1 1 2 2 1 1
3 2 1 3 4 3 3 1 3 3 3 4
2 2 1 3 2 3 2 1 3 3 3 4
5 5 1 5 5 5 5 1 5 3 3 3
2 2 1 3 3 3 1 1 4 3 4 3
4 2 1 2 2 2 2 1 2 4 4 3
3 3 1 3 3 3 3 1 3 3 3 3
2 2 1 4 2 2 2 1 3 3 3 3
4 4 1 5 4 4 4 1 5 3 3 3
4 4 1 2 2 3 2 1 4 4 4 3
2 2 1 3 2 2 2 1 2 2 2 2
5 5 1 5 5 5 5 1 1 5 5 5
4 4 1 4 3 4 3 1 2 3 3 3
3 4 1 3 2 2 2 1 5 4 4 4
3 5 1 5 5 5 5 1 5 5 5 5
2 5 1 5 4 2 4 1 3 3 3 3
1 4 1 5 5 5 5 1 5 4 4 4
1 4 1 2 5 5 5 1 4 3 3 3
1 4 1 5 2 2 3 1 3 4 4 3
3 2 1 4 3 2 3 1 3 3 4 3
4 5 1 3 3 4 3 1 2 5 4 4
1 2 1 4 3 1 2 1 3 3 2 3
1 5 1 5 1 1 2 1 3 4 2 1
3 4 1 3 3 3 2 1 4 3 2 3
3 4 1 4 1 1 4 1 2 3 1 1
2 1 1 5 4 4 3 1 5 4 2 3
4 4 1 5 3 3 5 1 3 3 3 3
2 5 1 5 3 3 3 1 5 3 3 3
3 1 1 2 4 4 4 1 2 4 4 2
5 1 1 4 3 3 4 1 3 4 3 3
2 3 1 3 2 2 1 1 3 3 3 3
2 3 1 3 3 3 3 1 3 4 4 3
2 2 1 3 3 2 1 1 2 4 3 3
2 1 1 3 2 2 1 1 2 2 2 1
5 4 1 3 2 3 2 1 4 4 3 4
1 2 1 2 2 2 2 1 1 1 1 1
2 4 1 1 2 2 2 1 2 2 2 2
2 2 1 2 3 2 1 1 2 3 2 2
2 5 1 3 4 4 2 1 2 2 2 1
3 3 1 4 4 5 4 1 3 2 2 2
2.6153846 3.1153846 Twitter 3.4807692 2.9615385 2.8076923 2.8846154 Gamestop 3 3.2692308 3 2.7884615
2 3 3 3 3 3 3 3 3 3
 
